Mastery Options 


When you Master a Transformation, you may choose one 
of the following properties to give it: 

Empowered Transformation. Choose one 
empowered ability score. Once per turn when you roll 
your art dice, you can reroll the art dice and choose to use 
either total. 

Extended Transformation. The duration of your 
transformation is extended, double its duration, to a 
maximum of 24 hours. 

Mind-Body Mastery (Savage Power Only). You've 
learned to control the effects of this transformation's 
savage power. Natural Form: If you are reduced to 0 hit 
points, your transformation does not come to an end. 

Quickened Form. Awakening this transformation now 
takes a bonus action. 

Mighty Form. While transformed, you gain a +1 bonus 
to attack and damage rolls. 

Vigorous Form. When you transform, you gain 
temporary hitpoints equal to 10 x the transformations 
level (1 for Class-Up, 2 for Super Class-Up, 3 for Ultimate 
Class-Up). If the transformation would already grant 
temporary hitpoints for entering it, these temporary 
hitpoints are added in addition to those. 

Guarded Transformation. While transformed, you 
gain a +1 Bonus to Armor Class. 

Defensive Transformation. While transformed, you 
gain a +1 bonus to Saving Throws. 

Power Stacking. This transformation may be used 
alongside another transformation of lower or equal class. 
If you do so, at the conclusion of this transformation, roll 
your Stress Test twice, taking the lower result. 


Mastery Time 


The time and cost of Mastering a transformation is shown 


below. 
Transformation Class Time Gold 
Class-Up 50DT 500gp 
Super Class-Up 100DT 5,000gp 
Ultimate Class-Up 150DT 50,000gp 


If you master it with someone else, you must both spend 
the downtime, but it is reduced as follows: 


Transformation Class Time for both parties 
Class-Up 30DT 
Super Class-Up 60DT 
Ultimate Class-Up 9O0DT 


Non-Racial Transformations 
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Maximum Power 
Any, Class-Up 


This state causes the user to bum through both 
power and stamina at a rapid rate in exchange 
for increased power. 


Power Stacking. This transformation can be 
used alongside one or more transformations of 
an equal class, unless stated otherwise. If used 
as such, roll your stress test twice, taking the 
lower of the two results. 
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Class Art: Energy Art 
Duration: Concentration, up to 6 rounds 
Stress Test: 12 DC. 


Class-Up (8BP) 
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Power Stressed. Your movement speed is 
halved (rounded down). Additionally, you are 
incapable of dealing non-lethal damage to a 
creature. 


Heightened PowerYou count as one size larger 
when determining your carrying capacity and 
the weight you can push, drag, or lift. 
Additionally, once while transformed when you 
hit with an attack or cast a spell, you may 
forego rolling damage and instead be 
considered to have rolled max. This can only 
trigger once per turn, and only once per 
transformation unless you spend 6BP to do it 
again. 


Power Multiplier: Class-Up (x10) 


‘Perfecteò Power 
Any, Super-Class-Up 


You've undergone extensive training to master 
the flow of the arcane throughout your body. 
By mastering your inner self, your outward 
power magnifies to greater heights. 


Power Prerequisite. Before learning the 
abilities of this transformation, you must learn 
to cast spells (or techniques) through the 
Spellcasting or Pact Magic features. 


Power Stacking. This transformation can be 
used alongside one or more transformations of 
an equal class, unless stated otherwise. If used 
as such, roll your stress test twice, taking the 
lower of the two results. 
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Class Art: Focus Art 

Duration: Concentration, up to 1 minute 

Stress Test: 18 DC. 


Super Class-Up (12BP) 
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Perfect Potential. You've developed the 
technique of containing your radiating aura 
within your body through continuous 
concentration. Perception checks made to 
detect or read your Battle Points automatically 
fail, as though your aura was constantly in a 
suppressed state. 


Immaculate Control. While transformed, the 
Save DC's of your spells increases by 1/4 your 
Focus Art Die. Additionally, you may add your 
Focus Art Die to one damage roll of spells you 
cast. 


Mental Mastery (1-6BP)\hen you make an 
Intelligence, Wisdom, or Charisma saving 
throw, you gain a +1 bonus to that saving throw 
per point spent. This bonus applies only to that 
saving throw, and you must spend BP again to 
gain a bonus to subsequent saving throws. 


Spirit Rebounds. As an action, roll your, Focus 
art die. You regain an expended spell slot, the 
level of which is equal to half the number rolled 
or lower. Once you use this property, you 
cannot do so again until you transform, unless 
you expend a minimum of:6 Battle Points to 
use it again. 


Power Multiplier: Super Class-Up (x80) 
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‘Pure ‘Progress 
Class-Up 


Combat is craft. This transformation allows its 
user to rapidly improve their fighting 
performance, adapting and enhancing their 
skills through refined tactics. 
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Class Art: Focus Art 

Duration: Up to 1 Hour 

Stress Test: 12 DC. 


Class-Up (6BP) 
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Exponential Growth. When a creature hits you 
with an attack, you gain a +2 bonus to your AC 
against all supsequent attacks made by that 
creature for the rest of the turn. 


Expanding Possibilities. When you take acid, 
cold, fire, lightning, or thunder damage, you can 
gain resistance to damage of that type — 
including the triggering damage — until the end 
of your next turn. You can only do this once per 
round. 


Augmented Skill. Whenever you would fail a 
skill check or miss with an attack roll, you may 
roll your Focus Die and add it to the result, 
possibly turning it into a success or hit. This can 
only be done once per round. 


Power Multiplier: Class-Up (x50) 


Any, Super-Class-Up 


Through the boon of a dark mage or contact 
with an ancient relic corrupted with fiendish 
magic, your form has been compelled to 
partake in a dark evolution. 


Tainted Power. This transformation cannot be 
invoked by a willing creature in the beginning. 
This form must be bestowed by a another 
through dark magic. Afterwards, it is entirely 
possible for this power to be called upon at will, 
although controlling the form still persists. 


Dark Oddities.Your physical form undergoes 
an odd and often grotesque transformation 
when exposed to such dark energies. Roll on or 
choose an option from the following table to 
determine these effects. 
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Class Art: Energy Art 

Duration: Up to 1 minute 

Stress Test: 18 DC. 


Super Class-Up (12BP) 
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Savage Power. On your turn, you must move 
towards the nearest creature and take the 
attack action. If there is more than one possible 
target, roll to randomly determine the target. If 
you are able to cast spells, you cannot cast or 
concentrate on them while transformed. 


Mad Planet's Roar. The area within 60 feet of 
you is considered difficult terrain for everything 
other than you. 


Sinister Xenobody. When you transform, your 
size doubles in all dimensions, and your weight 
is multiplied by eight. This growth increases 
your size by one category. Attacks you make 
deal an additional 146 damage. 


Moreover, malicious energy radiates from you 
in an aura with a 30-foot radius. Until the 
transformation ends, the aura moves with you, 
centered on you. When a creature moves into 
or within the aura, it must make a Constitution 
saving throw. On a failed save, a creature takes 
necrotic damage equal to two rolls of your 
Energy Art die, or half as much damage on a 
successful save. Additionally, once per round, 
when a creature hits you with an attack while 
within the aura, you may trigger this effect, 
even if the creature had already taken the 
damage. 


Power Multiplier: Super Class-Up (x100) 


Kaioken 


Any, Class-Up 


Enveloping your body in a sweltering, crimson 
haze, you magnify your power for a more 
heartbeat. 


Power Stacking. This transformation can be 
used alongside one or more transformations of 
an equal class unless stated otherwise. If used 
as such roll your stress test twice, taking the 
lower of the two results. 
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Class Art: Energy Art 
Duration: Concentration, up to 1 minute 
Stress Test: 24 DC. 


Class-Up (3-9BP) 
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Transcend Limits. The kaio-ken significantly 
intensifies you power, speed. and even your 
senses. You have advantage on Perception 
checks involving your hearing or vision. 
Moreover, roll your Energy Art die and multiply 
the rolled result by five. Apply the total as a 
bonus to your speed for the duration of the 
transformation. This bonus to your Movement 
speed decreases by five feet at the start of each 
of your turns until it reaches 0. 


Fist of the King. (3/8BP) For the duration of the 
transformation, the first creature on each of 
your turns that you hit with a spell or weapon 
attack takes extra damage equal to one roll of 
your Energy Art die + your Constitution 
modifier. If you spend 6BP to enter this form, 
you instead roll two Energy Art die's + your 
constitution modifier. For the duration of the 
transformation, you are unable to use Energy 
Boost. 


Last-Second Gambit. (4/7BP) For the duration 
of the transformation, yoù.score a critical hit on 
a roll of 19 or 20. This increases to 18 if you 
spend 7BP. to enter this form. 


Blinding Speed. (5BP) Once while transformed, 
you may give yourself a second bonus action 
on your turn. You may spend 3 Battle Points on 
your turn to do this again, but still no more 
than once per turn. 


All-Out Assault. (6BP)When you take the Attack 
or Cast a Spell actions on your turn, you May 
immediately make one weapon attack as part 
of that same action. This can only trigger once 
per turn. This form also counts as a Super 
Class-Up for the purposes of Exhaustion gained 
at the form's conclusion. 


Costly Ascendance. (9BP)\While transformed, 
attacks you make deal an additional die of 
damage. However, the Stress Test DC increases 
by 2 and when the form concludes, you gain an 
additional level of exhaustion. 


Power Multiplier: Class-Up (x2; per point spent) 


‘Racial Transformations 


Overdrive 
Android, Class-Up 


Androids are the perfect combination of man 
and machine, the pinnacle of what technology 
can accomplish. They operate at peak 
efficiency, replicating a normal person's 
capability. However, unlike a normal person, 
they can expend energy to operate even better. 


Removed Limiter. When they activate this 
transformation, Androids have removed their 
limiter and can not deal non-lethal damage 
until they have mastered this transformation. 


Fatigued End. When this transformation ends, 
you are unable to take actions for 144 rounds, 
even if you succeed the Stress Test. 
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Class Art: Energy Art 

Duration: Up to 1 minute 

Prerequisite: Constitution 15+ 

Stress Test: 13 DC., 19 DC. 


Class-Up (9BP) 
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Overclocked Movement. You are immune to 
difficult terrain. Additionally, you are immune 
to the stunned condition. While in Super Class- 
Up, your movement no longer provokes attacks 
of opportunity. 


Overrided Strength. Whenever you rolla 10na 
damage die, you may reroll it and must take the 
new result. While in Super Class-Up, you may 
infinitely reroll 1's. 


Elemental Exhaust. As you push your system 
further, your body begins to excrete and let out 
some form of elemental energy. Choose Cold, 
Fire, or Lightning when you transform. When 
you hit a creature with an attack, they take 
additional damage equal to one roll of your 
Energy Art Die of the chosen damage type. 
Additionally, you gain resistance to the chosen 
damage type. 


Heightened Reflexes.You have two reactions 
in a round, instead of one. While in the Super 
Class-Up, your Armor Class.also increases by 

1/4 your Energy Art Die. 


Power Multiplier: Class-Up (x50) 


Super Class-Up (12BP) 
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Released Speed. While transformed, you are 
considered under the effects of the Freedom of 
Movement spell. 


Limitless Might. When you roll for damage, you 
may add half your Proficiency Bonus to the 
total. 


Primal Ventilation. When you deal damage of 
the type chosen with Elemental Exhaust, it 
ignores resistance and treats immunity as 
resistance. Additionally, whenever a creature 
within 10 feet of you deals damage to you, they 
take damage of the chosen damage type equal 
to one roll of your Energy Art Die + your 
Constitution modifier. A creature can only take 
this damage once per turn. 


Power Multiplier: Super Class-Up (x100) 


Cerealian, Class-Up 


Cerealians are born with a supernatural right 
eye, allowing them to see distances much 
farther away. But some Cerealians have 
unlocked an even greater prowess with their 
eye. An ability only a select few of Cerealians 
ever obtain. 


Hyper Aware. While this transformation is 
active, your eye is incredibly sensitive. Due to 
this, you have disadvantage on saving throws 
against blinding effects. 
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Class Art: Focus Art 

Duration: Up to 1 minute 

Prerequisite: Constitution 15+ 

Stress Test: 14 DC., 20 DC. 


Class-Up (9BP) 
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20/20 Vision. You gain the benefit of your 
Cerealian Birthright feature for the duration of 
the transformation, once per turn. You also 
have advantage on Perception checks while 
transformed. You also have advantage on 
checks and saves against magical effects from 
the Illusion school of magic. While in the Super 
Class-Up, this is instead immunity to effects 
from the Illusion school of magic. 


Distant Skill. \Nhile transformed, you can not 
have disadvantage on ranged attacks you 
make, and when you would miss a ranged 
attack, you may reroll the attack and must take 
the new result. You can only do this once per 
turn. 


Move and Shoot. If you move at least 20 feet 
before making a ranged attack, the first ranged 
attack you hit on your turn deals additional 
damage equal to one roll of your Focus Art Die. 


Offensive Defense. When a creature would 
make a weapon attack against you, you may 
make one ranged weapon attack against them 
as a reaction. If you hit, the target has 
disadvantage on their attack roll. 


Power Multiplier: Class-Up (x50) 
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Super Class-Up (13BP) 
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Perfect Sight. The first time on each of your 
turns you would make a ranged attack, you 
make it at advantage. 


Long Range Firing. The range of ranged 
weapon attacks you make increases by 5 x your 
Focus Art Die. 


Quickened Firing. If you move at least 20 feet 
before making a ranged attack, the first ranged 
attack you hit on your turn deals additional 
damage equal to two roll of your Focus Art Die, 
rather than one. 


Predicted Strike. The first time a creature 
would make an attack against you on their turn, 
the attack is reduced by an amount equal to 
one roll of your Focus Art Die. 


Power Multiplier: Super Class-Up (x100) 
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Suppresseò Power 


Freeza Clansmen, Class-Up 


By altering your biological armor, you've 
developed multiple keratinous exoskeletons 
that serve as restraints for your innate power. 
Through a nightmarish process, you've learned 
to shed these suppressing biosuits. 


Once you use this transformation, you cannot 
transform again until you complete a long rest. 


Genetic Stacking. This transformation can be 
used alongside any other transformation that 
requires one to be a Freeza Clansmen. When 
done so, roll the Stress Test for this and that 
transformation twice, taking the lowest result. 
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Class Art: Energy Art 

Duration: Up to 1 minute 

Stress Test: 12 DC. 


Class-Up (OBP) 
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Inherit Power. The instant you transform, you 
gain a number of temporary hit points equal to 
one roll of your Energy art die + your Charisma 
modifier. If any of these temporary hit points 
remain when your transformation ends, they 
vanish. 


Moreover, each creature within 30 feet of yoù 
that you can see must make a Charisma saving 
throw, being charmed or frightened by you 
(your choice) until the end of your next turn on 
a fail. 


Biological Shift.You've learned to reshape a 
portion of your biological armor into natural 
weapons. When you transform, you cast the 
alter self spell. Casting alter self in this way 
requires no spell slots and doesn't require 
concentration. Once you use this property, you 
can't do so again unless you spend 6 Battle 
Points to use it again. 


Augmented Might (4-6BP). When you 
transform, you may spend a minimum of a 
number of BP. When you do so, you gain 
benefits depending on the amount spent. 


e 4BP: Once per turn, you may add your 
proficiency bonus when you roll damage. 

e 5BP: Your movement speed increases by 10 
feet. While below half health, you may take 
the disengage action as a Bonus Action. 

e 6BP: You gain the benefit of the Bless Spell 
on yourself without concentration. This lasts 
for 1 minute, or when it would end, you may 
spénd 6 more BP to add an additional 
minute. 


Power Multiplier: Class-Up (x30) 


‘Ultimate ‘Evolution 


Freeza Clansmen, Super Class-Up 


Burning through power with a glorious display, 
this form was originally conceived by a regal, 
interstellar emperor. While transformed, the 
coloration of your biological armor changes and 
wreaths you in a flame-like aura. 


Straining Form. Until Mastered, this form 
requires Concentration. 
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Class Art: Energy Art 


Duration: Up to 1 minute 
Stress Test: 18 DC., 24 DC. 


Super Class-Up (15BP) 
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Almighty Light. You glow brightly, shedding 
bright light in a 40-foot radius and dim light for 
an additional 40 feet. Any magical darkness 
created by a spell of éth level or lower within 
this area is dispelled. The instant you 
transform, each creature that isn't blinded 
within 30 feet of you must succeed a 
Constitution saving throw or become blinded 
by your almighty light until the end of your next 
turn. 


When transforming into the Ultimate Class-Up, 
creatures make their save at disadvantage. 


Sovereign Splendor. Your burnished carapace 
provides you with additional protection. While 
you are not wearing armor, you gain a bonus to 
your AC equal to half your Charisma modifier 
(minimum of 1). You are also resistant to 
Radiant damage. 


Additionally, whenever you take the Attack or 
Cast a Spell actions, fiery radiance erupts from 
you. This eruption causes creatures of your 
choice that you can see within 10 feet of you to 
take radiant damage equal to two rolls of your 
Energy art die. 


Emperor's Edge. Your lashing tail counts as 
magical for the purposes of overcoming 
damage resistance and immunity. Additionally, 
when you hit a creature with your lashing tail, 
the target takes an extra 2d6 radiant damage. 


While in the Ultimate Class-Up, the 2d6 instead 
becomes 3d8. 


Power Multiplier: Super Class-Up (x100) 


Ultimate Class-Up (25BP) 
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Diplomatic Immunity. While transformed, you 
are immune to Cold damage and Radiant 
damage. You are also immune to the Charmed 
condition. 


Nova Strike. The damage die of your Lashing 
Tail becomes your Energy Art Die. Additionally, 
you may add your Proficiency Bonus to the 
damage of your Lashing Tail once per turn. 
Lastly, you gain a second reaction in a round 
which can only be used to use your Lashing Tail 
feature. 


Deathly Might. Whenever you cast a spell, it's 
damage die increases by one step (de to d8, for 
example). If the spell deals d12 damage 
already,.it instead gains a +1 to it's damage for 
each die of damage. 


Power Multiplier: Ultimate Class-Up (x400) 


ELECTRA TELL TE LE ne LELE EEE LELE LU. 


‘Full-Power 
Hera, Super Class-Up 


The Hera's were once a mighty race, on par 
with the saiyans. And like them, they too had a 
legend. This legend spoke of the Hera's true 
power being sealed away due to their cruelty 
and evil, locked away for good, permanently 
crippling them. Some, however, are said regain 
their True Power, if even for a few moments. 
Bojack, Hera claim, was one of these few. 


Piracy's Peak. Within this form, is the evilness 
which caused it to be sealed away. Evilness, 
which spreads to you while transformed. While 
transformed, you register as a creature of Evil 
in regards to all spells and effects that would 
detect your alignment, such as the planar 
nature of a flying nimbus or the spirit bomb 
technique. 
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Class Art: Energy Art 


Duration: Up to 1 minute 
Stress Test: 19 DC. 


Super Class-Up (15BP) 
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Increased Mass. You are considered one size 
larger for determining your carrying capacity, 
lift, drag, and grapple checks while 
transformed. Additionally, you gain the benefits 
of your Bulk-Up feature while transformed. 


Tightened Muscle. While transformed, you 
reduce all damage dealt to you by your 
Constitution modifier, to a minimum of half the 
damage dealt. 


Space Sparrow. Whenever you roll a natural 
one, you may.roll a d20. If the result on that 
d20 is higher than 15, it instead becomes a 
natural 20. You may only create a natural 20 in 
this way once while transformed, or spend 5BP 
to attempt again. 


Might of the Conqueror. When you add your 
Proficiency Bonus to a damage roll, you may 
deal additional damage equal to your Energy 
Art Die + your Strength modifier. While in the 
Ultimate Class-Up, this becomes two rolls of 

your Energy Die. 


Unflinching Leader.You have advantage on 
checks to resist grapples. Additionally, you are 
immune to the Restrained and Stunned 
conditions. 


Power Multiplier: Super Class-Up (x100) 


Ultimate Class-Up (25BP) 
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Tyrant's Might. Attacks you make ignore 
resistance and treat immunity as resistance. 
Additionally, you may use Psycho Strike once 
without expending a use of Psycho Energy. 


Captain's Strings.You are immune to being 
charmed and may cast the Crown of Madness 
spell once without expending a spell slot. You 
may also cast it using any spell slots you have. 
You can not cast it this way again unless you 
spend 4BP to cast it again. Additionally, you 
may use Psycho Threads once without 
expending a use of your Psycho Energy feature. 


Presence of the Conqueror. As a bonus action, 
you may unleash your sheer force of will. When 
you do so, creatures of your choice must make 
a Wisdom Saving Throw, being Frightened of 
you until the end of your next turn on a failed 
save. Additionally, ranged attacks agaisnt you 
have disadvantage. You may also use Psycho 
Barrier once without expending a use of the 
Psycho Energy feature. 


Power Multiplier: Ultimate Class-Up (x400) 


‘Purification 
Majin, Super-Class-Up 


Through a process of purification, you release 
the deranged and demonic power of your 
progenitor. This transformation comes at a 
great risk of losing your heart, unchaining the 
next evil incarnation of the majin monstrosity. 


Majin Cravings. Returning to your purified 
roots often brings with it an intense hunger. 
Roll on or choose an option from the Majin 
Cravings table to determine the nature of these 
strange, primeval cravings. 
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Class Art: Soul Art 

Duration: Up to 1 minute 

Stress Test: 18 DC. 


Super-Class-Up (12BP) 
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Nightmare Renascent. You take on the visage 
of your progenitor, whilst still retaining 
splinters of your former self. You choose 
whether your equipment falls to the ground, 
merges into your new form, or is worn by it. 


The instant you transform, creatures within 10 
feet of you that can see you must succeed on a 
Charisma saving throw or be frightened of you 
until the end of your next turn. 


Purified.You have resistance to bludgeoning, 
piercing, and slashing damage. When you 
regenerate with your Reform trait, you may roll 
your Soul Art die in replace of the d4. 


Demonic Slumber. As a bonus action, you may 
enter a deep slumber, falling unconscious until 
you wake on your turn, you take damage, or 
someone uses an action to shake or slap you 
awake. At the start of each turn you remain 
asleep, you remove one level of exhaustion and 
regain a number of hit points equal to one rolls 
of your Soul art die. Once you use this property, 
you can't do so again until you transform, 
unless you expend 6 Battle Points to use it 
again. 


Power Multiplier: Super Class-Up (x100) 
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Super Namekian 


Namekian, Class-Up 


Namekians who obtain a higher level of 
consciousness and break their limits are 
referred to as super namekians, achieving 
seemingly insurmountable powers. 


Class Art: Focus Art 
Duration: Up to 1 Hour 
Stress Test: 12 DC., 18 DC. 


Class-Up (8BP) 
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Focused Regeneration. When you regenerate 
with your Rapid Regeneration trait, roll your 
Focus art die. You regain a number of 
additional hit point equal to the result. This 
increases to two rolls of your Focus Die in the 
Super Class-Up. 


Telepathic Sage. You can magically 
communicate simple ideas, emotions, and 
images telepathically with any creature within 
60 feet of you that can understand a language. 


Demon Wave (Demon Clan Only). When you 
take the Attack action, you can replace one 
attack with an exhalation of a magical energy in 
a 30-foot line that is 5 feet wide. Each creature 
in the area must make a Dexterity saving throw. 
A creature takes an amount of force damage 
equal to two rolls of your Focus art die on a 
failed save, and half as much damage ona 
successful one. This becomes three rolls of 
your Focus Die while in the Super Class-Up. 


Divine Healer (Dragon Clan Only). As a bonus 
action, you can touch a creature that has 0 hit 
points and stabilize it. Ifthe creature has 
remaining hit die, it may expend one, regaining 
hitpoints equal to the total. 


Draconic Force (Warrior Clan Only). When you 
cast the enlarge/reduce spell as a part of the 
Great Namekian trait, you gain 15 temporary 
hit points. In addition, until your concentration 
ends, your melee weapon attacks deal extra 
damage equal to one roll of your Focus art die. 
If you're smaller than Huge, you become Huge 
for the duration. 


Power Multiplier: Class-Up (x50) 
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Super Class-Up (12BP) 
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Demonic Siege (Demon Clan Only).\When you 
take the Attack action, you can replace one 
attack with an burst of a magical energy in a 15- 
foot cone. Each creature in the area must 
succeed on a Constitution saving throw or 
become incapacitated until the start of your 
next turn. Once you use this property, you can't 
do so again until you transform, unless you 
expend 6 Battle Points to use it again. 


Divine Revival (Dragon Clan Only). As an 
action, you touch one creature that has died 
within the last minute. The creature returns to 
life with one hit point. This ability can't return to 
life a creature that has died of old age, nor can 
it restore a creature missing any vital body 
parts. Once you use this property, you can't do 
so again until you transform, unless you 
expend 6 Battle Points to use it again. 


Draconic Giant (Warrior Clan Only). When you 
cast the enlarge/reduce spell as a part of the 
Great Namekian trait, you gain 45 temporary 
hit points. In addition, until your concentration 
on this spell ends, your melee weapon attacks 
deal extra damage equal to two rolls of your 
Focus art die. If you're smaller than 
Gargantuan, you also become Gargantuan for 
the duration of the spell. Lastly, you may cast 
enlarge/reduce from your Great Namekian trait 
a second time by expending 6 Battle Points. 


Power Multiplier: Super Class-Up (x100) 
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Great Ape 
Saiyan, Class-Up 


While in the presence of a full moon or similar 
celestial body, a saiyan savagely transforms into a 
monstrous giant ape. Once this beast has been 
awakened, it embarks on a savage rampage until 
the moon vanishes in the morning. 


The Tails' Tale. Invoking this transformation 
requires your saiyan tail be intact, as described in 
chapter one. If your tail is severed at any time 
during the duration of this form, you revert to 
your saiyan form and loose these properties. 


Monster of the Full Moon. \f the saiyan isn't 
blinded, this action is involuntarily taken when 
they start their turn within the glow of a full moon 
or a similar celestial body. 


Once you use this transformation, you cannot 
transform again until you complete a long rest. 
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Class Art: Energy Art 

Duration: Up to 8 Hours 

Stress Test: 12 DC. 


Class-Up (OBP) 
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Savage Power. On your turn, you must move 
towards the nearest creature and take the attack 
action. If there is more than one possible target, 
roll to randomly determine the target. If you are 
able to cast spells, you cannot cast or concentrate 
on them while transformed. 


Great Saiyan Ape. Your size becomes huge, 
unless you would be larger. Moreover, you gain a 
number of temporary hit points equal to your hit 
point maximum. 


When you are reduced to 0 temporary hit points, 
you expose your saiyan tail. Your tail has an AC of 
10 + your Dexterity modifier and 25 hit points. It is 
vulnerable to slashing damage and it is immune to 
all conditions. When the tail is severed, this 
transformation ends. 


Great Ape Beam (1-4 BP). As an action, you 
release a plume of flames from your mouth that is 
60 feet long and 5 feet wide. Each creature in this 
line must make a Dexterity saving throw, taking 
2d10 fire damage per point spent on a failed save, 
or half as much damage on a successful one. 


Power Multiplier: Class-Up (x10) 


Super Saiyan 
Saiyan, Class-Up 


The ability to become a super saiyan was once 
considered to be nothing but a legend. An 
ancient power used only by the strongest of 
saiyan warriors. You've broken past these 
seemingly unbreakable limits, ascending 
beyond. 


Pinnacle of Rage. Birthed from the comulitated 
rage of a warrior race, the super saiyan 
transformation concentrates this fury into a 
single warrior. While transformed, you register 
as a creature of neutral or evil in regards to all 
spells and effects that would detect you 
alignment, such as the planar nature of a flying 
nimbus or the spirit bomb technique. 


Super Saiyan Catalyst. The super saiyan 
transformation is usually awakened in the heat 
of battle. If you have the ability to select this 
transformation at character creation, roll on or 
choose an option from the Super Saiyan 
Catalyst table to determine the origin of your 
saiyan awakening. 
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Class Art: Energy Art 

Duration: Up to 1 minute 

Stress Test: 12 DC., 18 DC., 24 DC. 


Class-Up (8BP) 
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Pure Confidence. You cannot be charmed or 
frightened. 


Savage Strikes. Your unarmed strikes count as 
magical weapons. Moreover, when you hit with 
an unarmed strike, it deals an additional die of 
it's damage. 


You roll additional dice as you ascend in this 
form: Super Class-Up (two dice) and Ultimate 
Class-Up (three dice). 


Achieved Legend. While transformed, spells 
you cast add your Energy Art die to one of it's 
damage rolls. 


You roll additional dice as you ascend in this 
form: Super Class-Up (two-dice) and Ultimate 
Class-Up (three dice). 


Power Multiplier: Class-Up (x50) 


Super Class-Up - Super Saiyan Il (12BP) 
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Awe-Inspiring Transformation. Your saiyan 
soul bolsters the resolve of others. Companions 
within 30 feet of you cannot be charmed or 
frightened. 


Electrifying Aura. When you are hit with a 
melee attack, choose an adjacent creature that 
you can see. The targeted creature takes an 
additional amount of lightning damage equal to 
two rolls of your Energy Art die. This can only 
trigger once per turn. 


Additionally, once per turn when you hit with 
an Unarmed Strike, you may deal additional 
lightning damage equal to one roll of your 
Energy Art Die. 


Power Multiplier: Super Class-Up (x100) 
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Ultimate Class-Up - Super Saiyan III (20BP) 
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Limit-Breaking Transformation. Your 
ascension echoes immense waves of seismic 
power. For the duration you spend ascending 
to this form (as if you were concentrating on a 
spell), your furious wails echo across the-realm 
creating untold effects. The Dungeon Master 
chooses the nature of this effect; numerous 
spells emulate the wrath of nature invoked by a 
limit-breaking form, and you can use these 
spell effects to represent a variety of seismic 
hazards. 


Never-Ending Power. When you hit with an 
Unarmed Strike, you may choose to double the 
damage die of your Unarmed Strike (ignoring 
additional damage die such as via the Sneak 
Attack feature, but including the additional 
damage from this transformation). You must 
spend 6BP to do this again. This does not stack 
with other effects that double your damage die, 
such as a critical hit. 


Energy's Peak. When you cast a spell of first 
level or higher that deals damage, the damage 
of the spell bypasses resistance, and treats 
immunity as resistance. Additionally, the spell is 
treated as if it were cast one level higher. 


Power Multiplier: Ultimate Class-Up (x400) 


Mutateò Ascension 


Super Saiyan's were once thought a legend, something 
nearly nobody would experience in their lifetime. In this 
day and age, that has lessened and Super Saiyans are a bit 
more commonplace. This, however, is still a 
transformation seeped in rarity. This transformation 
harnesses the power of the Oozaru without a substantial 
increase in mass. It's most commonly achieved as a 
survival instinct. Mutants, with their vastly different 
biology, achieve this in place of the Super Saiyan 
transformation, and then their own bastardized form of 
Super Saiyan. 

Pinnacle of Rage. Birthed from untamed anger and 
wrath, the mutated ascension transformation 
concentrates this fury into a single warrior. While 
transformed, you no longer register as a creature of Good 
in regards to all spells and effects that would detect your 
alignment, such as the planar nature of a flying nimbus or 
the spirit bomb technique. 

Bloodfury. On your turn, you must move towards the 
nearest creature and take the attack action. If there is 
more than one possible target roll to randomly determine 
the target. If you are able to cast spells. you cannot 
concentrate on them while transformed. This goes away 
once you have mastered the transformation. 
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Wrathful 


Mutant Saiyan, Class-Up 


Class Art: Energy Art 
Duration: Up to 1 minute 
Stress Test: 15 DC., 21 DC., 26DC. 


Class-Up - Wrathful (10BP) 
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Imposing Form:When you ascend, your size 
doubles in all dimensions, and your weight is 
multiplied by eight. This growth increases its 
size by one categoryr—from Medium to Large, 
for example. Due to this, dexterity checks and 
saving throws subtract a d4 from their number 
rolled. However, when you would roll melee 
damage, you may roll 1d4 and add it to the 
damage rolled. You instead roll 2d4 in the 
Super Class-Up, and 3d4 in the Ultimate Class- 
Up. 


Heightened Power:You now have a Wild Scale 
that ranges from 0 to half the size of your 
Energy Art Die. Your Wild Scale increases by 
one whenever you succesfully hit a creature 
with an unnarmed strike. Whenever you end 
your turn without attacking a creature with an 
Unarmed Strike, your Wild Scale goes down by 
one. 


Increasing Might: For each point you have in 
your Wild Scale, you gain a +1 bonus to damage 
rolls with your Unarmed Strikes. 


Great Saiyan. When you transform, you gain 
temporary hitpoints equal to your level. While 
in the Super Class-Up, this becoems twice your 
level. In the Ultimate Class-Up, this becomes 
thrice level. 


Additionally, when you take damage, you may 
roll one of your hit die and reduce the damage 
taken by the number rolled. In the Super Class- 
Up, you add your Constitution Modifier to the 
number rolled. This can only trigger once per 
round. In the Ultimate Class-Up, this becomes 
once per turn. 


Mindless Form:You can't be charmed. If you 
are charmed when you transform, the effect is 
suspended for the duration. 


Power Multiplier: Class-Up (x60) 
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Super Class-Up - Ikari (15BP) 


Savage Strikes:Your unnarmed strikes count 
as magical for the purposes of overcoming 
resistances and immunity. 


Primal Aura. As you transform, a green energy 
surrounds your skin. You shed dim-light ina 
five foot radius. 


Unyielding Breath (6BP): As an action on your 
turn, you may expend 6BP and set your Wild 
Scale to 0. When you do so, you unleash a 
rampaging beam of energy from your both in a 
50-foot line that's 5 feet wide. AIl creatures in 
that line must make a Dexterity Saving Throw. 
On a failed save, creatures in that line take a 
number of d10 Force damage equal to 1 + your 
Wild Score before you reset it and fall prone. 
They take half damage on a success and aren't 
knocked prone. 

Power Multiplier: Super Class-Up (x120) 
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Ultimate Class-Up - Savage Super Saiyan 
(25BP) 


Seismic Awakening. Your ascension radiates 
immense seismic power. For the round 
required before you ascend, your furious wails 
echo across the realm creating untold effects, 
The Dungeon Master chooses the nature of this 
effect numerous spells emulate the wrath of 
nature, and you can use spell effects to 
represent a variety of hazards. 


Excess Energy: |f there are any creatures within 
10 feet of you when you transform, they must 
make a Dexterity Saving throw (DC 8 + your 
proficency bonus + your Constitution modifier). 
On a failed save, they take force damage equal 
to your character level and half as much ona 
successful one. If at least one creature fails the 
save, increase your Wild Score by one. 


Overflowing Meteor: If you are at your 
maximum Wild Score and would increase it 
again, your ever expanding power begins to 
expand outside your body in a barrage of 
energy shells. All creatures within 30 feet of you 
must make a Dexterity Saving Throw (DC 8 + 
your proficency bonus + your Constitution 
modifier). They take 8d8 force damage on a 
failed save or half as much on a successful one. 
This resets your Wild Scale back to 0. This 
triggers once per transformation, and after it 
does trigger, your hair turns green as you 
become the embodiment of legends. 


Self-Destroying Legend. After the trigger of 
Overflowing Meteor, the damage from 
Imposing Form becomes de. Additionally, when 
you use Great Saiyan, you add your current 
Wild Scale to the damage reduced. 


Power'Multiplier: Ultimate Class-Up (x450) 


CIR 


Kaioshin, Super-Class-Up 


Unleashing the true power of your divine spark, 
your near-godly form is complimented by a 
shimmering halo of light which manifests 
behind your back. This state is an icon of 
absolute divinity, attainable by those whose 
morals are pure of heart. Although this 
transformation exemplifies your divine nature, 
the form itself is not a godly state. 
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Class Art: Soul Art 
Duration: Up to 1 minute 
Stress Test: 18 DC., 24 DC. 


Super Class-Up (15BP) 
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God-Split Cut. While transformed, you gain 
access to a Simple Melee weapon with which 
you are proficient. This weapon isa 
manifestation of your divine energy into a 
blade around your open palm. You may use 
Wisdom or Charisma instead of Strength for 
this weapon's attack and damage rolls. This 
weapon deals your Soul Art Die in Radiant 
damage. It has the Thrown (40/120) property, 
and when thrown it immediately returns 
around your hand. While in the Ultimate Class- 
Up, this weapon deals two of your Soul Art die 
in damage. 


Heavenly Arrow. When you take the Attack 
action to attack with your God-Split Cut, you 
may make an additional attack as part ofthat 
action. Or, when you take the Cast a Spell 
action or use your action for any of this 
transformation's abilities, you may make one 
attack with your God-Split Cut as part of that 
action. You may spend 4BP to change either of 
the additional attacks to two attacks, but may 
only make two additional attacks in this way 
once per turn. 


Deified Body. You gain resistance to Radiant 
and Necrotic damage. While in the Ultimate 
Class-Up, this becomes immunity. Perception 
checks made to detect or read your Battle 
Points automatically fail, as though your aura 
was constantly in a suppressed state. 
Additionally, you are immune to the Charmed, 
Frightened, and Poisoned conditions. If you are 
under the effects of any ofthem when you 
transform, they immediately end. 


Power Multiplier: Super Class-Up (x100) 


Ultimate Class-Up (25BP) 
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Halo of Providence. Your Armor Class increases 
by half your Proficiency Bonus so long as you 
aren't wearing medium or heavy armor. 
Additionally, creatures within 10 feet of you 
when you transform must make a Constitution 
Saving Throw or be blinded for 1d4 rounds. A 
Blinded creature may repeat the saving throw 
at the end of each of their turns, ending the 
effect on a success. 


Divine Wrath: Absolution (8BP) As an action, 
you release a voltaic arc of lightning that is 60 
feet long and 5 feet wide. Each creature in this 
line must make a Dexterity saving throw, taking 
5d8 lightning damage on a failed save, or half 
as much damage on a successful one. 
Creatures who failed their saving throw must 
immediately make another Dexterity Saving 
Throw, or take another 5d8 Lightning damage, 
half as much on a success. 


Divine Wrath: Purification (6 BP). As an action, 
you invoke a divine explosion at a point you can 
see within 120 feet. Each creature in a 20-foot- 
radius sphere centered on that point must 
make a Constitution saving throw, taking 8d8 
radiant damage and being knocked prone ona 
failed save, or half as much damage ona 
successful one. 


Divine Wrath: Judgement (1-8 BP). As an action, 
you hurl a barrage of divine energy at one 
creature within 120 feet. The target must 
succeed on a Dexterity saving throw. Taking 
1d8 Radiant damage per point spent and 
having its speed halved until the start of your 
next turn on a failed save. 


Divine Wrath: Condemnation (4BP). When a 
creature within 120 feet of you would make a 
Saving Throw, you may spend 4BP and reduce 
the save by your Soul Art Die. A creature can 
only be affected by this once per round. 


Power Multiplier: Ultimate Class-Up (x400) 


Demonic Will 


Makaioshin, Class-Up 


By syphoning strange energy from the dark 
realms, you've achieved a demonic 
transformation that draws out your fullest 
potential and invigorates your fiendish magic. 
This demonic energy naturally endures within 
the dark realms, but can also be emitted by a 
passing makyo star. 


Demonic Aspects. This form warps your 
appearance, granting a visage akin to a 
demonic entity. Roll on or choose an option 
from the Demonic Aspects table to determine 
the nature of these strange features your form 
may assume while you continue to maintain 
this transformation. 
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Class Art: Soul Art 

Duration: Up to 1 minute 

Stress Test: 12 DC., 18 DC. 


Class-Up (10BP) 
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Unhallowed Aura. You can be targeted by any 
divination magic or perceived through magical 
scrying sensors only if you allow it. You gain 
resistance to Psychic and Necrotic damage. 
While in the Super Class-Up, this becomes 
immunity. Additionally, you are immune to the 
Charmed and Frightened conditions. If you are 
under the effects of any of them when you 
transform, they immediately end. The instant 
you transform, creatures within 30 feet of you 
must succeed on a Wisdom saving throw or be 
charmed of you until the end of your next turn. 


Demonic Wizardry. You learn the following 
spells, which are added to your Dark Sorcery 
trait: crown of madness, darkness, and spiritual 
weapon. You can cast each of these spells once 
without expending a spell slot and you must 
transform again before you can cast them in 
this way again. You can also cast these spells 
using spell slots you have. 


Moreover, you can expend a Battle Points on 
your turn equal to twice the spells’ level to cast 
these again. 


Sparkless Might. Spells you cast of 1st level or 
higher are treated as if they were cast at one 
level higher. Cantrips and weapon attacks you 
make deal additional Necrotic damage equal to 
one roll of your Soul Art Die.This becomes two 
rolls at Super Class-Up. 


Power Multiplier: Class-Up (x50) 
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Sata La Re 


Super Class-Up (15BP) 
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Demonized Body. Perception checks made to 
detect or read your Battle Points automatically 
fail, as though your aura was constantly in a 
suppressed state. Additionally, whenever a 
creature within 30 feet of you damages you, 
they must make a Wisdom Saving Throw. On a 
failed save, they take two rolls of your Soul Art 
Die in Necrotic damage and are Frightened of 
you until the start of their next turn. Ona 
successful save, they take half the damage and 
aren't Frightened. This can only trigger once per 
turn. 


Impish Casting. You learn the following spells, 
which are added to your Dark Sorcery trait: 
dominate person, vampiric touch, and blight. 
You can cast each of these spells once without 
expending a spell slot and you must transform 
again before you can cast them in this way 
again. You can also cast these spells using spell 
slots you have. 


Moreover, you can expend a Battle Points on 
your turn equal to twice the spells’ level to cast 
these again. 


Power Multiplier: Super Class-Up (x100) 


